








By repeatlng these steps we can. bulld.manyxnountalns ln

“the ground model Flgure 27 shows the ground model I made in

this project.

Figurev27.hGrouhd Model>

4.3.6 Textures
After fihishing‘these‘3D:mbdels, thefnext step is to add_ 3
»textures. Slnce UV mapplng lS mapplng a two- dlmen51onal

texture over a three dlmen51onal object the flrst thlng we
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need to do is to ?un»tsfr_a'p a 3D o'bfjeict ini‘tb': a »flvat 2D object. Here
is an example bf“?UV mapp'ing.
This"example",,isf,h"ow I 'épply“altexture on the 'sk‘y model.

First, select the sky ’mo"de’l‘a'nd switch vto the UV Face Select"

mode .

Figure 28. Face .'Sel_ect }‘Moﬁde‘{

‘Then, press AKEY to sel_e'ctnalll faces, and press UKEY to

selec‘t ‘Cylinder fromView’ . Usually, from now on, I would like
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ifferen'

to split the window int

T

in‘UVEaCeSéleCtrmbde/aﬁdanotﬂéronéis‘UV/ImageEditor’.

 Thé?folldwihg_pictﬁre?is the écieenShot'of thé.UVjeditor’in

i

Blénderl

Lk

”Figuré_29; TmageyEditor
. Now, the 3D1ﬁ0de1'isfalready unwrappéd into a 2D object.
Next;stép is toiapply an‘imégé’on it.’Fifstj‘invthe ‘UV/Image

'E'dit‘or”"Winddw,» select ‘Image' and open the image file. However,
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the image file aﬁd‘theHZD object are not perfectly matched,
so we need to'modify‘the size and scare of the 2D object in

order to get the better result. Figure 30 shows the result of

the sky model after UV mapping.

Figure 30. Sky Model
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'4 4. l Character Model

4 4 Co“stwuctlon of the Character Model

The character model 1n thlS prOJect is also bullt by

iBlender. The flrst step 1s bulldlng a head model I startedl

w1th addlng a plane in the front v1ew Then, subd1v1de the plane

1nto twelve pleces. The follow1ng plcture 1s the front v1ew

”of the plane.

Figure 31. Subdivided Plane
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https://b1.ril;d:i.ng
https://4-.�4�.c.6.!.TT:~pl\ft.ti:cit{.bt

‘efhis piaﬁeeWilidee;ﬁSedlfofethevfece ﬁbﬁel}_I will‘uee‘
the t_op»t‘hree squaresasa forehead, next threesquares :a's ey‘eus,’,
ﬁext three,sqﬁefeei%s;efneeegand:eheeke,Jand"the lest three
equeree as eeeﬁiﬁf Aftefmoéif§ihgythe:peeitioﬁfof:fheset

vertices, the plan "Wir_ll:filo.'ok like the picture b;elo'w-.”

Figure 32. Face Model
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After that sw1tch to s1de v1ew and move vertlces along

p Y Ax1s to perform anose and eyes E‘loure 33 shows the complete

E facej model ;

Figu?eﬂ33adCbmplétetFaCe,Modélh'ﬁ

By repeatlng these steps I fi h shed the whole head model
'-Next I need to bulld a body model.,A body model 1s much eas1er

than the head model i started wi tha box model ‘and’ extruded



~each side to be hands and legs. Figure 34 is the complete

character4model.fﬁ7

Figure 34.'Character“Model, 

Like other 3D deels, the character;modéljalso,needs
textures., ‘There_fo'r_‘e, the last step is using OV mapping to apply

‘ﬁhelimage.‘Figuréf35»Shows‘the's¢reenshbt‘ijUV:mapping.“
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Figure 35. Charadter Modei,Textuies'

'4_4{2 Armature 
. VArmafureé are like Skeletohé_insidevthe humaﬁvbédyf‘We
vcanﬁse-arméturetho;pdse and,defo?ﬁ.3meodels.7Armatﬁ£eé afe
usUaily uéed'ih'chafécteffanimafidn;‘bﬁt’they éie élgo;yery
ﬁsefﬁl inﬁbqilding deels;.éuch as‘a Winding‘pipe;

[ :Like other obj e‘ct',s, ja‘gn él‘*vma‘ture. has_ a ce'n,te'br,v a rotatio'n,
’amdaSCalefacth;ItélsOhéSObje¢tM¢déathditMode,ﬁniike
6‘ther ijecﬁts} an armafure' ﬁaS‘-:a Spéc1al méde call‘ed'vPo‘S_'e‘MOdev .



In Pose MOdé; eac‘h’? b,o'r‘ié:“can be fmioved,f,s'caled, or rotated to
‘perform a particu_l_ea_f:,p:ose.; o

‘After buildi'n,g";t;hie, .'charaC'tér model, we need to- add an

aﬁmature for the chaxacterso tnatwe can easily modifyb,i the
p}ose" of the _g:ha'rba_cﬁ:‘_eﬁr :.yf{::ere i‘s' an éxample Qf using an armaﬁure;
First, “presvs spacy:‘e‘be»i‘ft‘o édd én afmafure, in O‘bj‘ect Modev; Then,
modify‘the pésit‘i:'or‘l, a“ng_']_e‘;,» and _é§~alé of the fi;:st boﬁe. Neﬁct, ‘
‘press .s.pa.c‘e‘ bar ‘tou :ad‘d othef‘ibor‘lvé%s‘ and aiso‘name'ievery‘ b’or.).e.k
Assi_gning némes to fhe bbvn-es 1s very impbrtaht' bec“au_sfe‘ 1t w1ll
:ma.keb everything 'ea"siveyr-w‘heri_ edltlng actions. | Figure 36 éhows
the ‘vnames‘ ofl,'bc')ne‘sk‘,‘uvsed" i:n'_ this L‘armat_'ure.
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Figure 36. Assigning Names to the Bones . -

P

. After assigning names to each bone, adjust the position
and the scale of each bone to fit in the charactermodel. Figure

37 is the complete armature. -



2 37

. The Complete Armatiire

¢

After finishing the armature, the next step is to connect

*haracter,deel and ﬁhe étmature; First, select both thé

character model and the armaﬁgrel Then, press Ctrl + PKEY and

select 'Make Parent to Armature’. Now, we have to assign

a

rt

1y
b

ces. of the character médellto~the particular bong. For
example, the vertices of the right arm should assign to the

bone of right arm. Figure 38 shows that the vertices of the

SRR . L \ . N ,
front right arm are zssigned to the bone called ‘Bone_armR2’.
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